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“Rejoice always, pray continually, give thanks in all circumstances; for this is God’s will for 
you in Christ Jesus.” (Thessalonians 5: 16-18). In first place, I will thank God, for giving me 
the strength to carry out this degree and guide my path until this point.  
I am also grateful with the University for giving me the opportunity to be part of this beautiful 
Project “my first steps”.  
A huge thanks to my advisor, Gabriella for being the most patience, loving and caring teacher 
I ever had, I could not have done it without you. 
Special thanks to my teacher Yanilis, I am sorry we did not meet before, your guidance was 
invaluable to me.  














This report serves the purpose of explaining the details of my experience while 
developing my internship held at CDI El Recuerdo. It will envelop the design of the material, 
the limitations, and the challenges faced during the process. 
Students who are willing to graduate from an English Teaching degree at the University 
of Córdoba, can opt to choose an internship in “my first steps” Project as an option to complete 
the requirements to graduate. The Project “my first steps” was launched as part of the macro 
Project “Córdoba Transformada,” led by the University, and it is carried out at CDI El 
Recuerdo. It usually consists in teaching 2 times a week kids from 3 to 5 years old, but as a 
consequence of the pandemic, this semester it required changes. The main change was the 
creation of a unit, and 4 lesson plans that will be used by next interns once the CDI opens again 
instead of going to develop them ourselves.  
 The paper shows different aspects such as pedagogies used to design the lessons, per 
example gamification, which consists in adding game characteristics to real live classrooms. 
It is divided in 5 sections: introduction, pedagogies, methodology, experience, and 
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According to Shodhganga an internship is “on-the-job training for many professional 
jobs, similar to an apprenticeship, more often taken up by college and University students 
during their undergraduate or master degree in their free time to supplement their formal 
education and expose them to the world of work”. (2020, p.1). In this particular case, students 
that decide to carry out an internship become teachers in a school or special program endorsed 
by the University.  
This internship was expected to be developed in CDI El Recuerdo, in a neighborhood 
of the same name in the south of Montería. CDI stands for “Centro de Desarrollo Infantil” 
(Child care center) and, according to the Colombian Institute of Family Welfare (ICBF for its 
acronym in Spanish) they are institutions in charge of children’s nourishment, care and first 
education. They work under government supervision and were established to guarantee 
vulnerable children’s rights. 
The CDI counts with personnel trained to take care of kids from 2 to 5 years, five days 
a week, from Monday to Friday. This staff is not conformed by teachers but community 
mothers, and they work by projects instead of following any curricula to educate children. They 
basically help children to develop cognitive skills such as speaking, walking properly, gross 
motricity, among others. In CDI “El Recuerdo” they receive around 500 children every day, 
and I had two classrooms assigned, each one with 15 kids.
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This internship was a result of a program called “my first steps” which in turn belongs to a 
macro Project called “Córdoba transformada”, initiative from University of Córdoba. My 
responsibility as an intern was to visit the kids, stay with them and develop activities in English, 
in order to observe if they could acquire any knowledge through strategies outside of a 
curricula. 
The process was supposed to be held up from March to June but, as a consequence of 
COVID-19 emergency, all places with massive attendance as schools, universities and CDIs 
were closed in March 16th of 2020. 
 The University board decided that in order to fulfill the requirements to finish my 
internship and get my degree I had to design a set of lessons to work remotely but as kids are 
too young and they live in a vulnerable context, this was not possible. Then the instruction was 
to create the lessons and a unit to stablish a guide for next interns who will go to the CDI after 
the COVID19 is over. By the time the CDI closed, I had only had two encounters with the kids 
but those 2 allowed me to identify the type of strategy or pedagogy I wanted to follow to prepare 
my lessons.  
The methods used to gather information were observation and a checklist, and parting 
from there, it was possible to extract that children love playing. Since they are toddlers they 
have a lot of energy to carry out a lot of activities that involve moving, jumping and just being 
active. From workshops I received regarding pedagogies and strategies, Gamification was 
brought up. This one was the most suitable pedagogy for my case, also it will help me to 
establish rules in order to catch children's attention without being authoritarian or strict. 
Gamification is “simply the use of game mechanics to make learning and instruction more fun. 
It seems fake artificial or like a shortcut. It’s not…Games give experiences, meaning, they 
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provide a set of boundaries within a safe environment to explore, think and try things out” 
(Kapp, K., 2012, p.21). 
I believe this pedagogy will allow children to learn in a naturalistic way concepts in 
English and will immerse them in the context of the language with specific rules and precepts 
of behavior, always getting their attention. Also, other pedagogies as Project-Based Learning 

















Being a teacher is not an easy task. There are so many different aspects to consider before 
planning a class: the age of the student, their prior knowledge of the language, the social context 
where they are involved, the number of students and so many others aspects that, if not taken 
into account, will intervene with an optimal development of the lesson. As Griffin states, 
“knowledge selection for curricula is based on the private understanding of individual faculty 
members…” (2001, p. 37) which means that is teachers’ labor to decide what and how to teach.  
Hence, in that previous preparation to planning, it is important to choose an adequate pedagogy 
to direct the class.  
A pedagogy is according to Hardman (2007): 
a structured process whereby a culturally more experienced peer or teacher uses cultural 
tools to mediate or guide a novice into established, relatively stable ways of knowing and 
being within a particular, institutional context, in such a way that the knowledge and skills 
the novice acquires lead to relatively lasting changes in the novice’s behavior, that is, 
learning. (p. 65)  
The previous definition translates as the choosing of the right process to lead students 
through learning path. For that reason, in this chapter, the reader will find the lead pedagogy I 
chose to develop and design the lesson plans, which in this case is gamification, and the 
pedagogy chosen by Speakers team (all the interns) to design one joint unit, which is Project-
based learning (PBL), for next interns at CDI El Recuerdo. Also, we will find other pedagogies 
that contributed to the creation of the lessons, as Total Physical Response (TPR).  
12 
 
These pedagogies were chosen for the lessons based on the aspects observed regarding kids 
getting distracted really easily and their lack of discipline at the time of working. Also, PBL is 
the most suitable pedagogy to adapt the work to the model followed by CDI, which is working 
by projects.  
2.1.Project-based learning (PBL). 
This pedagogy was taken into account in order to design the macro unit that involves 
all the lessons created by all the interns of the program “speakers”. We chose Project-based 
learning for several reasons: In first place, this is the common strategy or pedagogy community 
mothers use to direct their lessons; in second place children are really young, between 3 and 5 
years old, so they still do not know how to write which reduces options to use other pedagogies. 
In addition, the Colombian government suggests to work by projects with kids that age, and 
PBL offers this possibility. Although the cycle of Project-based learning is not completely 
developed, the lessons are designed to achieve the Project stated in the unit and fulfill the 
objective of itself.  
This pedagogy requires the creation of different projects over a period of time. Projects 
are complex tasks based on challenging questions or problems that involve students in design, 
problem-solving, decision making, or investigative activities that culminate in realistic 
products or presentations (Jones, Rasmussen, & Moffitt, 1997). In other words, projects are 
activities that require a lot of children’s autonomy, more than a lesson to be carried out, and 
that provide an outcome. Though there are a lot of different definitions for project, I chose the 
one above since it is the most suitable for the case.  
Usually, what community mothers do is teaching children a specific topic, for example, 
“colors” through songs and different activities that imply repetition so that at the end of the 
term kids can identify the vocabulary and perform a small presentation singing the song they 
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have learnt or acting out a presentation. But in order to be called PBL, this pedagogy needs to 
accomplish five mandatory criteria: the projects needs to include: centrality, driving question, 
constructive investigations, autonomy, and realism (Thomas, J., 2000).  The first one implies 
that the project cannot have a secondary part in teaching; it has to be the center of it, the vehicle 
for learning. The second refers to the need of a subtle principle or topic, which the author calls 
the lead question that will be the thematic children need to learn. The third criterion 
“constructive investigations,” stands for the difficulty the project must have to represent a 
challenge for learners. The forth enhances the responsibility each student has of his or her 
learning and the last one relates with the inclusion of daily live objects and situations. 
Working with projects allows having attainable objectives in the form of tasks or 
activities performed every day. Blumenfeld et al. (1991) refer to the teacher’s obligation to 
support learning by giving instruction, guiding and making tasks more manageable. By doing 
so, kids can acquire knowledge piece by piece while connecting that with their reality. 
2.2.Gamification 
Using games in their regular context allows students to have fun and to perform real-
life situations and activities, two factors that, applied to education, can enhance the acquisition 
of meaningful learning. According to Ruiz “the game becomes the ideal mean to learn because 
kids find motivation in it...kids learn by developing a fictional reality reason why the fear of 
failure disappears or reduce… at the same time, a meaningful learning is occurring” (2017, 
p.16).  
Since kids at very young ages feel attracted to games and tend to be more kinesthetic 
learners, adapting activities to this pedagogy seems truly accurate for this internship. It is also 
accurate to notice, that at very young ages kids discover their surroundings and context through 
playing. In words of Gallardo “the game teaches itself a series of mechanisms and develops 
fundamental attitudes for social development as observation, analysis, intuition and decision          
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making” (2018, p.5). All necessary abilities for daily life. Games also allow learning by doing 
which transforms learning in life-lasting.  
As a consequence of their age, children from CDI do not know how to write, and some 
of them still do not know how to speak properly, but they are able to learn songs while playing 
and following rules in a game; they also enjoy repeating new words as part of role plays, all 
aspects that will permit them to achieve new vocabulary in the second language. But the key 
for these activities to succeed lies in the importance that experiences represent for enriching 
kids’ learning process. According to Kapp “the real value of the game-based mechanics is to 
create meaningful learning experiences” (2011, p. 22).  Which reinforces the idea that 
Gamification works because kids are being part of something and are experiencing a game that 
is allowing them to learn. 
Other important aspects to take into account are related with its elements: the rewarding 
system, the rules to follow and especially motivation. Talking about rewarding system, Henry 
(2015) conducted a study to evaluate the effectiveness of a program stated by Swedish 
government to motivate students to learn foreign languages. This program consisted in giving 
them extra points at their Grade Point Average, (GPA) a measure that evaluates students’ 
performance throughout his academic life, for completing courses in the language of their 
choosing.  The results showed that though some students still choose the extra language 
because they liked it, there were some others that took them only for the extra points. This 
study confirms the importance of rewards at the time of learning when using Gamification. 
Talking about rules, it is necessary to have them to make children understand what they should 
do and what not. The third element, motivation, is considered the most important, Zichermann 
& Cunningham (2011) affirm that understanding players’ motivation is paramount to building 
a successfully gamified system, which means that it is mandatory to know what motivates 
children to explode it. 
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This pedagogy grants a better development of the learning process since it works 
outside of the traditional pedagogies, which allows a more interactive environment. Another 
important aspect of Gamification or gamified systems regards on its components: Relatedness, 
autonomy, mastery and purpose. According to González (2017) these elements or mechanics 
must be included if we want Gamification to work since they are the pillar of motivation, 
children need to feel there is a purpose in each activity, they need to feel they can relate with 
what is happening in the classroom and they need to feel they are improving alone the course.  
Other mechanics in which authors agree are: game-based, a system in which learners 
engage in an abstract challenge; mechanics, such as badges, points, levels and time; and game 
thinking, which implies to choose a daily life activity or a regular classroom task and transform 
it into a gamified one (Kapp, 2011). 
I decided to use this pedagogy because I think it will work properly due to its 
characteristics. 
2.3.Total Physical Response (TPR) 
According to Asher (1968) “The strategy of total physical response is to have the 
students listen to a command in a foreign language and immediately obey with a physical 
action” (p.13), the author was the father of this pedagogy, and nowadays this is still the best 
definition of it. He claimed that listening fluency could be achieved and demonstrated by 
observing the commands that children obey in a second language. It has proven to be successful 
and it is still used nowadays, for example Walton (n.d) gives a list of reasons to use TPR:  
The pairing of movement with language is innately associated with effective 
learning, students actively use both the left and right sides of their brains, it 
works with both small and large groups, it sharpens students’ listening skills, and 
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students are not required to speak until they are ready to, therefore  creating a 
safe zone that greatly lowers inhibitions and stress. 
 Others reasons offered by Frost (n.d.) are: “TPR works well with mixed-ability classes, 
which points to all types of learner, and it is very effective with young learners”. All these 
advantages make TPR as a useful pedagogy to combine with Gamification, since the latter 
needs to have rules and commands that kids should follow.  
I decided to use this pedagogy because when introducing a new topic it is very accurate 
to make demonstrations to kids while giving commands, and to help them gain simple 
vocabulary. For example if I am teaching children greetings, by using TPR I will tell the word 
and ask them to perform the action, waving in this case. Thus, I am connecting a word with an 
action and creating a meaningful learning for children. Also, according to Richard and Rodgers 
(cited in Muñoz and Valencia, 2011): “The general objectives of Total Physical Response are 
to teach oral proficiency at a beginning level. Comprehension is a mean to an end, and the 







This chapter includes the purpose for using the pedagogies mentioned above to develop 
my lesson plans, it also explains in detail how the process of planning for me was and illustrates 
the different procedures carried out along this process. It also, explains my personality as 
teacher and the reasons for choosing Gamification as my base.  
For starters, I decided to use Gamification because of my personal experience, as I have 
been a learner my whole life, I have had a lot of different teachers and the classes I have enjoyed 
the most are the ones that included gamified activities (which now I recognized as such) with 
rewards and competition on them. So, taking into account that I’ve been in children’s shoes I 
can relate with the need of receiving interesting and fun classes. Now that I am a teacher, I 
consider myself as tender and friendly, I love children, and I enjoy playing with them and 
teaching them different topics, it feels truly rewarding when kids correspond my dedication to 
them.  
I enact 3 mandatory rules in all my classrooms: respect your teacher and your partners, 
under no circumstance discrimination is allowed, and you can always come to me for help. I 
embrace the idea in my students that I am a person just like them, so I always give them 
examples using my personal information to eliminate that picture kids tend to have of their 
teacher being a mighty entity.  I want them to feel they matter, reason why I learn every single 
one of their names. I also like to enforce them to work which is why I use rewards, for example 
if I have a kid that gets distracted easily I assign him or her a task as “leader of row” or I ask 
him/her to write for me a list of students that are misbehaving; if he/she behaves as I requested 
for an amount of time I will award him/her with something as an external motivational factor.
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Regarding this particular experience, I was supposed to work in site with really young 
children at CDI El Recuerdo, but everything changed and I had to plan lessons for next interns. 
It was a whole new field to me since I had always shared time with my students, planned classes 
based on their likes and their preferences and designed materials to make a lot of activities.   
Then, what I was trying to achieve was to take advantage of the information I gathered 
using the checklist designed by team speakers (appendix 1). From the 2 encounters I had with 
the kids, I designed activities that employ gamification as the mean to immerse them in an 
English context in the most fun and naturalistic way possible. To do that, the first thing to do 
was, along with my team speakers and our advisors, design a unit (appendix 2) that specifies 
all the necessary information such as contents, teaching points, basic learning rights and 
dimensions to take into account. Regarding those dimensions, we set: motor, linguistic and 
corporal, since it is not recommended to work with performance indicators with young 
children. Second, the unit follows PBL pedagogy because it presents a global project translated 
as a presentation at the end of the term where children will perform different acts according to 
their ages and skills, in English, with the topics they learnt. With that in mind, all the lessons 
include games, singing songs and small choreographies. Third, the unit covers all of our lessons 
in PBL pedagogy since they are designed to fulfill the objective of the Project and from there, 
each one of us chose an approach to carry on.  
After choosing our one, we started designing our lessons by the same format or 
specifications: a warm up, core activities, closure, evaluation and assessment. In my case all 
the lessons were oriented by Gamification and my personal style, so in the warm up my classes 
begin with the teacher taking out her “magic hats” and delivering them to kids in order to enter 
to English World. This is my way of setting the tune for the class. The use of hats permits to 
catch children’s attention because it is something different from everyday life.  
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For core activities, the lessons develop the topic of the day through vary activities, the 
idea here is the kids acquire a small vocabulary by watching a video of a song and then trying 
to sing it on their own, after that to check if they got the vocabulary, I ask them to greet their 
partners in English for example, if they cannot do it, I will play the song again and show them 
how to do it so that they can assimilate that concept. This part of the lessons focuses on that: 
children getting familiar with a topic and putting in into practice. The teacher works as a 
guidance at the beginning but then kids will be autonomous in the performance of the activity. 
The next part of the lesson is the closure, where I evaluate if the kids really understood 
the topic, for that an informal evaluation is carried out: it can be a song, an act out, a game 
where they have to use the vocabulary, it will vary. This specific stage allows me several things: 
first, it lets me see whether the kids learnt or not; second, it allows me to evaluate the complete 
lesson, did it work or not?; and third it shows me what aspects should be taken into account for 
further lessons and what changes are needed.  
All 4 lessons are planned to last one hour each, and they are to be applied twice a week 










Source: The author. 




In the next chapter, I will discuss it further and talk about the online courses I took and the 




The experience of working with young children at the CDI was something I was truly 
looking forward. As I enjoy being around kids, I was excited of starting this new path, but 
unfortunately it did not turn out that way. As a consequence of the pandemic, the internship 
had to change and a new challenge started: designing lessons the most technological possible 
for kids. In first place, since the CDI is located in a vulnerable zone of the city, most people do 
not have neither access to internet nor gadgets to do it, which was the first obstacle to achieve 
the goal. In second place, the age of the kids prevent them from working remotely because they 
cannot handle any technological device by themselves, which was the second obstacle. So it 
was decided that we would design lessons that included the use of video beam, speakers and 
computer, but to be developed when the CDI opens again. 
In order to start designing the lessons I had to study beforehand a lot of pedagogies to 
see which one was the most suitable for me, thanks to the workshops (appendix 3) we all 
received from Teacher Gabriella Pugliese (Speakers’ program coordinator) I could learn which 
pedagogy was the one that would work for me, which was Gamification. I also did online 
courses to immerse in my chosen pedagogy and design the unit with my team speakers and my 
four lessons. That previous preparation is detailed next. 
4.1. Online courses and workshops 
To use accurately Gamification and design my lessons, I took an online course called 
“Introduction to Gamification” (appendix 4) with Scolartic, which is an online page that offers 
a lot of free certifiable courses. The course is wide and explains the learner about the different 
types of player and their motivations, mandatory aspects to take into account if we want a
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gamified classroom to work, because it is important that our classes aim to englobe all types of 
players. Next, the course teaches you the need to define the objective and the public of the 
gamified system. It also explains the mechanics of the game: how does it work? Does it has 
badges, levels, prices and surprises? Then the course reinforces the importance of creating a 
history or another reality to immerse the players in, it also suggests the game should include 
the possibility to advance and the most indispensable characteristic: it has to be fun. After 
finishing that rewarding and interesting course a whole new world opened in front of my eyes, 
so I started thinking how I could turn a regular classroom for young children in a gamified 
system, especially because of their age. That idea took me to the next online course I took: 
English in Early Childhood.   
This one is offered by the platform “Future learn” which provides different courses 
from a variety of universities and cultural institutions such as British Council and The 
Institution of Engineering and Technology. As we only do practicum in primary and secondary 
I did not know how unrelated it is to teach young children, so I needed some extra information. 
In first place, I discovered that it is acceptable whether kids don’t participate all the time, 
because not all kids are extroverted; the most remarkable aspect is being able to construct an 
environment so secure and trustful they will all participate when they feel it. In second place, 
I realized it is more important to connect emotionally with them so that they wish to interact 
and just play with us. In third place, kids need to be kids; at their age all they want to do is play 
and discover the world through playing, so having really strict and severe rules wouldn’t be of 
so much help. To sum up, the biggest learning I took out from this course is that sometimes is 
satisfactory to just let kids learn on their own terms: if the kid likes drawing, that is agreeable; 
if the kid likes singing, that is okay; these means that we cannot force them to learn in the way 
we wish they did but support them in the one that they chose.  
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There were 4 workshops: Three of them; designing children activities, framing 
resources and useful ideas for teaching children; helped me a lot to keep in mind factors that 
should be clarified in a classroom. In the first one we learned about activities to use with young 
children, things like hand-painting, Simon says, chants and reading easy stories, the common 
factor is that they should be kinesthetic, to keep children’s attention. In the second one, we 
learnt about which materials we should use, such as: finger puppets, cardboard, pieces of paper, 
and paint. The third one offered advices and the most memorable one is that we need to play 
with the kids on the floor, get our hands dirty with paint, we need to fully commit to interact 
with them, so that they feel a trustful and relax environment apt to learn in. The forth workshop 
was academic type: writing elements, it consisted in detailed instructions at the time of writing 
an academic paper.    
4.2. Unit and lessons design 
To design the unit, the team speakers researched pedagogies to find the most suitable 
for the case, and we decided to use PBL because it is the pedagogy used in the CDI and, also 
according to Colombian decree 2247 kids in preschool ages should be taught following this 
pedagogy.  
The unit follows clear Basic learning rights according to children’s age as recognize 
simple phrases, repeats and participate actively, and associates images or movements with 
words in English. This unit englobes all interns’ lessons and states the topics to use. Parting 
from there I chose to start teaching greetings, as a mechanism of changing kids’ chip as soon 
as the class is about to start. The idea is that kids will learn “hello” and “bye” since these two 




The objectives are based on the lesson points and they present a level of difficulty in 
accordance with kids’ age. As I said before, the unit follows a PBL strategy, reason why in all 
the lessons the Project is stated. Next, the lesson presents the warm up: 
Source: The author 
As my pedagogy is Gamification, the warm up in the first lesson will be the setting of 
the environment. In order to do so the teacher will have to take a poster, explain to the kids that 
they will use hats to participate in a new game called “English world”, and that they need to do 
tasks to win each level. Every topic will be a different level, and they can win it by learning 




the song or identifying the picture, whichever the activity is. Hence, the activities present the 
first level: “the level of greetings”:  
 
 
Source: the author. 
What is important here is that whenever this lesson is carried out the teacher needs to 
create the narrative and build an imaginary context for children, he or she needs to be very 
involved in the idea of Gamification so that the activity can succeed. In words of Hsin-Yuan 
“analyzing the context can provide you with details of the student group size, environment, 
sequencing of skills, and the time frame” (2013, p.7) all factors that allows the teacher to gather 
information of what to use when building the narrative of the classroom.  Palomino et al. affirm 
“The narrative begins to unfold from the moment the player starts the game, the visual 
representation of the game and its interaction mechanics. Everything is an element that 
contribute directly, and in a unique way, to this narrative experience” (2019, p.97). Then, as a 
way of evaluating for teacher and as prove for the kids to win the level he or she will ask 
“¿cómo se dice hola en inglés?” And kids have to answer “hello” if they do it, they will have 




won the first part of the level. In the next stage they will have to sing the song the most 
accurately possible among their possibilities.  
Figure 4. Extract from the lesson 1, part: assessment.  
 
 
Source: the author. 
As the idea is to engage children with learning English, they will win the level no matter 
how their performance of the song is, and next class they will have to repeat it again to enhance 
it with time.  
TPR pedagogy works closely with Gamification due to the fact that the teacher needs 
to give commands and kids have to follow them, as in the case of asking for the word in English 
of “hola”.  Whenever the teacher gives instructions in English and shows student the action 
they should perform in English, he/she is using TPR. For next lessons the idea is that kids keep 
practicing the songs of and activities of each lesson so that the teacher will choose the one they 
learn best for the final presentation.  
To sum up, this internship was totally different from what I was expecting but better in 
some other ways. Though I have always liked children I did not know about how to teach them, 
and this experience allowed me to discover this new world, it also permitted me to learnt about 
Gamification, a pedagogy I will like to deeper on. 
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5. Conclusions and recommendations 
 This internship was something quite different from what I was expecting. Though I did 
not have the opportunity to share with the kids and prove myself as their teacher, I did learn 
many other things. In first place, I think the ground of teaching young children is underrated. 
There exists a huge opportunity to form bilingual citizens, since it is easier for kids to acquire 
a second language when they still do not have predisposition nor doubts towards the language. 
In second place, this is no easy task. While I was doing my online courses about how young 
children learn, I discovered that it is a demanding and time consuming task that should be 
developed in small classrooms to succeed. In third place, I had the opportunity to plan 
interesting lessons to help kids learn English, even though I did not have the opportunity to 
apply them. All in all, there were different things I rescue from this internship. 
 For instance, the aspect I cherish the most is the discovery of Gamification. Something 
I always wanted to do was having didactic, fun and entertaining classes. I never wanted my 
students to feel bored with learning English, and this pedagogy consents the delivery of 
knowledge in a rare, out of the box manner. It also works for teaching no matter the age of 
learners since everyone likes games. Another aspect I highlight from this experience is the 
discovery of free online courses, I was pleased to find different platforms that allowed me to 
study for free. Even though they don’t certify the course unless I pay a fee, the knowledge stays 
with me.  
 Those courses and the workshops I received from the coordinator of the Project were 
enlightening in reference to teaching young children. This, due to the fact that the career does 
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not offer any training in this aspect. The broader implications of acquiring a second language 
at the ages of 3 to 5 years are highly delicate and need further analysis.  
 The next aspect I underline is the value of learning different pedagogies in the degree. 
It would be more fruitful to learn a varied group of strategies unlike from the traditional ones.  
 My recommendations rely on the importance of the person who will implement these 
lessons and the improvement of the English program. It should be a teacher who understands 
how Gamification works and is also willing to study and learn about it. He or she should 
sponsor the development of an accurate classroom environment with the elements of a gamified 
classroom as well. Concerning the part of formation as teachers, I strongly suggest the need of 
including in the degree at least one subject related with teaching young children and how they 
learn, because it was pretty clear to me that I did not have the foundations for doing it, only in 










 The greatest limitation presented was the situation caused by the pandemic. This made 
it impossible to carry out a regular internship and for that reason, I had to design 4 lessons that 
will be applied when everything comes back to normality. It was also a setback to me, since I 
was looking forward to work with young children.  
 There were still some others: in the beginning, I was requested to create remote lessons, 
nevertheless kids are so young that they would not be able to attend classes by themselves; also 
the CDI is located in a vulnerable zone of the city, which translates into a lack of technological 
resources that would not allow their parents to help them.   
 Another limitation faced had to do with the little knowledge I had in the field of teaching 
young children. I had to investigate a lot, take online courses, and receive guidance from the 
coordinator of the program. They all dealt with aspects that should be taken into account before 
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Students follow 
instructions. 
   
Students pay 
attention to the 
teacher 
   
Students respond to 
teachers' modeling 
   
Students physically 
and verbally 
respond to teachers' 
modeling.  
   
Students repeat 
when it is 
necessary.  
   
Students show a 
positive attitude 
towards the English 
class. 
   
Students show 
interest in the 
activities proposed 
by the teacher.  
   
Students respect 
their partners and 
participate in group 
activities.  
   















Name of Workshop By Description 
Designing children activities Gabriella Pugliese 
Activities according to 
kids’ age 
Writing elements Gabriella Pugliese 
Tips and examples on 
how to write references 
Framing resources for kids Gabriella Pugliese 
The appropriate materials 
to work with children in 
early childhood 




different pedagogies we 
could use to develop our 
lessons. 
 











ONLINE COURSES  
1.  
- Name: English in early childhood  
- Duration: 6 weeks 





Appendix 4. Course English in early childhood. 
- Small description: The course is divided into steps or things to do, each week has 
20 of them. It asks you to see some videos where the specialist are talking and 
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then it asks you to give an opinion. They talk about how children learn, what to 
observe in them, how to plan a class, what to include, how children acquire 
language, the importance of playing in learning, how to build communication with 
children and a lot of other aspects. 
- My opinion: I loved this course. It helped me to solve a lot of doubts I had 
regarding my performance with children, it is easy to follow, it doesn’t require a 
lot of time to move forward, and it is really complete. The part I enjoyed the most 
is how they underline the importance in just connect with the kids and learn to 
know them, it also shows a lot of examples of places where kids are learning 
English at the same age that kids from CDI and with the same intensity every 















- Name of the course: Understanding language 
- Duration: 4 weeks 


















Appendix 5. Online course “Understanding language”. 
- My opinion: This is the most complete course I have ever done in such a short 
time. It approaches a wide range of thematics from what is language, through how 
do people acquire it. It also explains in a clear and concise way Task based 
learning approach and CLIL. I enjoyed the course, it was my opportunity to 




- Name of the course: Introduction to Gamification for teachers  
- Duration: 40 hours 


















- Name of the course: Teach online 
- Duration: 14 hours 
- Offered by: Universidad Católica del norte  
 
Appendix 7. Course “Enseñar en la virtualidad: Competencias y habilidades para docentes en 
ambientes virtuales de aprendizaje” 
- My opinion: Though this course is not exactly accurate for the internship, I did 
find it as a very useful tool for emerging ourselves in remote teaching. It basically 
take us through all the things to consider when starting to teach an online course, 







































Apprendix 10. Lesson plan #4 “Parts of the body” 
   
